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Abstract: The aim of this research was to find out how well the use of Pelmanism 
Game in improving students’ vocabulary. This research used Classroom Action 
Research. There were two problems encountered. First, most of the students did not 
know the meaning of English words. Second, most of the students mispronounced 
some English words. This research consisted of two cycles. The tools of data 
collecting were observation checklist, field note, and test. This research was 
implemented to 39 seventh grade students of SMP LKIA Pontianak in academic year 
2014/2015. The students’ responses showed that they were interested in learning 
vocabulary through pelmanism game. It can be seen through the students’ mean score 
in the first cycle that was 78.7 to 90.1 in the second cycle. It can be concluded that the 
students’ vocabulary taught by using pelmanism game improved. 
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Abstrak: Tujuan dari penelitian ini adalah menemukan bagaimana penggunaan 
permainan pelmanism dalam meningkatkan kosakata siswa. Penelitian yang 
digunakan yaitu Penelitian Tindakan Kelas. Ada dua masalah yang ditemukan. 
Pertama, banyak siswa yang tidak mengetahui arti dari kata-kata dalam Bahasa 
Inggris. Kedua, banyak siswa yang salah dalam mengucapkan kata-kata dalam 
Bahasa Inggris. Penelitian ini terdiri dari 2 siklus. Alat yang digunakan dalam 
pengumpulan data adalah lembar pengamatan ceklis, catatan lapangan, dan tes. 
Penelitian ini dilakukan kepada 39 siswa kelas 7 SMP LKIA Pontianak di tahun 
ajaran 2014/2015. Respon siswa menunjukkan bahwa mereka tertarik belajar Bahasa 
Inggris dengan permainan pelmanism. Hal ini bisa dilihat dari nilai rata-rata siswa 
pada siklus pertama yaitu 78,7 menjadi 90,1 pada siklus kedua. Bisa disimpulkan 
bahwa perbendaharaan kosakata siswa yang diajarkan melalui permainan pelmanism 
meningkat.  
Kata kunci: Kosakata, Permainan, Permainan Pelmanism  
 
ocabulary plays an important role because it is as a base in learning English as a 
foreign language. Vocabulary is the basic competence for students in order to 
master the other competences like listening, speaking, reading, and writing. Students 




As cited by Scott Thurnbury (2002) in David Wilkins (1972) that without grammar 
very little can be conveyed, without vocabulary nothing can be conveyed. This is how 
the linguist David Wilkins summed up the importance of vocabulary learning. If the 
students have mastered a number of vocabularies required in their level, it will be 
easier for them to express the idea even mastering the four competences in English 
learning. Therefore, vocabulary mastery is important in language learning process. 
 There are some problems that the learners faced in learning English, 
particularly vocabulary. As found in SMP LKIA Pontianak, most of the students had 
difficulties in mastering vocabulary. There were some factors that affected students in 
mastering vocabulary. Many students in SMP LKIA got difficulties in grasping and 
memorizing the meaning of the words. They got difficulties in pronouncing the words 
correctly or students mispronounced some English words. Based on the result of the 
evaluation, it is found that the score achieved by the students is still below the 
minimum standard score 75. With this score, the teacher think it is important to 
improve the students’ achievement. Beside, on the teaching and learning process, the 
teacher used lecturing technique. Therefore, it can be assumed the media or technique 
used by the teacher was not suitable enough to support the purpose of teaching. Those 
problems could affect students during their learning process. 
 Considering the importance of vocabulary in learning English, the teacher 
should be creative in creating and choosing an appropriate technique or activity in the 
classroom. The teacher should encourage students to enrich their vocabulary. It is 
important to provide students with lessons that are not only well structured but also 
interesting and enjoyable. One of the activities that can be used is through a game. 
Teaching vocabulary using games are important because students will get more 
amusing and enjoyable learning. According to Andrew Wright (2006) game is an 
activity which is entertaining and engaging, often challenging and an activity in 
which learners play and interact with others. Through a well-planned game, learners 
can practice and memorize vocabulary extensively. A competition is also provided to 
enhance students’ motivation. 
 A game that the researcher had used in this research was called Pelmanism. 
Pelmanism is a memory card game. Pelmanism is a simple game that can help the 
teacher in teaching vocabulary especially in pronouncing and  in understanding the 
meaning of the words. Scrivener (2012) stated that Pelmanism is a useful card game 
which helps students to recall grammatical or vocabulary items and their relationship 
to each other. In pelmanism, the students did not only learn new words but also learnt 
how to pronounce them well and match the words with the picture correctly in order 
to understand the meaning of the words easily. Through this game, the students  gave 
fully their span of attention and concentration to study. 
 From the explanation above, pelmanism game is a great way to present and 
practice vocabulary. The researcher has conducted a classroom action research and 
found out the improvement of students’ vocabulary through Pelmanism Game to the 
Seventh Grade Students of SMP LKIA Pontianak in academic year 2014/2015. This 
3 
 
research has contributed to solve the students’ problem in vocabulary and improved 
their vocabulary achievement. 
 
METHOD 
 In this research, the researcher used Classroom Action Research (CAR) as the 
appropriate method in improving students’ skill especially in improving students’ 
vocabulary. Action research is a powerful tool for change and improvement at the 
local level (Cohen et al, 2005).  
 Action research offers a process by which current practice can be changed 
toward better practice. The main aim of action research is to identify the problematic 
situation or issue happens then improve the practice immediately.  The researcher 
plans an activity that hopefully solves the problem that appear in the classroom, 
putting the plan in action of a real treatment, then observe the process and finally 
reflect the action research and tries to make a better teaching learning process.  
 The model of action research used in this study is a model by Kemmis and 
McTaggart (as cited in Burns, 2010, p.9) who stated that action research typically 
involves four broad phases in a cycle of research. They are planning, action, 
observation, and reflection. This research conducted in two cycles. On each cycle, 
there were some steps that must be done by the researcher. In each cycle, the 
researcher applied the teaching based on the lesson plan or Rencana Pelaksanaan 
Pembelajaran (RPP).  
The cycle of classroom action research was explained below: 
1. Planning 
Planning step was all about the researcher preparation for teaching learning 
process. The writer planned teaching learning activities to overcome the 
problem and prepared everything needed in doing research. The preparation 
was preparing the teaching strategy (Pelmanism Game), lesson plan, teaching 
material, observation checklist, test item, the media and facility which is 
needed in the classroom. 
2. Acting 
This is the implementation of planning. After prepared the lesson plan and 
material needed, the researcher implemented pelmanism game in teaching 
vocabulary in the classroom. During teaching and learning process, the 
researcher roled as the teacher and applied the pelmanism game.  
3. Observing  
In observing the implementation of pelmanism game, the researcher focused 
on the two aspects whether the students engage or not in the activities 
istructed by the teacher and the implementation of pelmanism game well 
applied or not. Those aspects were included in the observation sheet and field 
note. The process of teaching learning was recorded by collaborator while the 
researcher was teaching vocabulary through Pelmanism Game. 
4. Reflecting  
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In reflecting, the researcher and the collaborator discussed the teaching 
learning process. The researcher got some important feedback based on the 
field note, observation checklist and students’ test. This activity was done 
after the teaching process. The result of the reflection was used to determine 
what should be done in the next cycle.  
 This research was conducted in SMP LKIA. The subjects of this research was 
seventh grade students of SMP LKIA Pontianak. There was only one class. There 
were 39 students participated in this research. In doing this research, the researcher 
acted as the teacher and the seventh grade English teacher of SMP LKIA Pontianak 
acted as a collaborator. 
 In collecting the data, the writer used measurement and observation technique. 
The tools of data collecting were test, observation checklist and field note. The test 
was used to record the students score in achieving vocabulary mastery. In the test, 
there were two tasks that students need to fulfill. At first, the students had to match 
the words. The second task was students had to write the words based on the picture 
given in order to complete the dialogue. Then, they had to perform it in front of the 
class. The tasks were to measure students’ understanding on some words whether 
they can correctly match the words about job and its workplace or not and students’ 
spelling in writing the words. In addition, the second task was also to measure 
students’ pronunciation in certain words. The students acted the dialogue out in pairs. 
 Observation checklist is used to observe the students behaviour during the 
implementation of pelmanism game in the classroom. The result of the observation 
was recorded in an observation checklist table and the field note in order to notice on 
how effective the use of pelmanism game to increase students’ vocabulary.  
 The researcher used field note to notes the students behaviour and everything 
happened in the classroom that out of the observation checklist table. It recorded the 
meanings that students attach to their behaviour, how they interpret the situation, and 
what their perspectives were on the process of teaching and learning. 
The researcher analyzed the data from the result of students’ test, observation 
checklist tables, and field notes. To compute the class performance, the researcher 






M    = the students’ average score 
∑ 𝒙 = The sum of students’ score 
𝑵     = The number of students 
 The  standard accomplishment of English subject of SMP LKIA Pontianak is 






FINDINGS AND DISCUSSION 
Findings 
 Research finding concerned with the result that was conducted in the 
classroom. The method of this research had solved the problems found in the seventh 
grade students of SMP LKIA Pontianak. The students had problem in vocabulary 
learning especially in pronouncing and understanding the meaning of the words. 
Thus, the researcher had applied pelmanism game to improve students’ vocabulary. 
The researcher gathered the data from the students’ test, observation checklist and 
field note. The result of the data analysis showed an improvement of students’ 
vocabulary through the implementation of pelmanism game. It can be seen below.  
  
 
Chart 1. Students' Improvement in Vocabulary Aspects on Each Cycle 
 Through every cycle, some aspects of students’ vocabulary which were 
significantly improved were the students’ understanding the meaning of the words 
and pronouncing the words correctly. The students’ improvement of some aspects can 











































 This research was conducted in two cycles. In the first cycle, the students’ 
mean score was 78.7 with 31=82% students passed the KKM and there were seven 
students who did not pass the passing grade 75. Meanwhile, in the second cycle, all 
students passed the passing grade 75 with the mean score of students’ test gained 90.1 
and it was categorized into excellent. Thus, the students showed an improvement in 
each cyle. The progress on the students’ vocabulary achievement based on the result 
of their mean score in each cycle can be seen in chart 2.. 
 Every cycle in this research consisted of series of stages, namely planning, 
aacting, observing, and reflecting stage. There were a meeting in each cycle. Each 
meeting took 80 minutes. The researcher elaborated the stages of the implementation 
of classroom action research. The description as follows: 
 
First Cycle 
 The first cycle was conducted on May, 5th 2015.  In this stage, the researcher 
who acted as a teacher had prepared a lesson plan as a guideline in teaching process. 
This lesson plan had already discussed with the teacher of SMP LKIA Pontianak. The 
topic of the first cycle is about asking and giving fact with the vocabulary given about 
job and workplace. The objective of this material was to make the students be able to 
know the names of the jobs and its workplace and be able to pronounce the words 
correctly. Beside, the researcher also prepared the observation checklist table, form of 
field notes, pictures of some jobs, the cards, and the sheet of test for students. 
 The teacher then moved to the material for today’s meeting. Firstly, the 
teacher went on by showing the pictures of some jobs and asking the students the 
name of the job on the picture. After that, the teacher went on the material about 
asking and giving facts through power point presentation. The teacher and students 
then learn more the vocabularies about job and its workplace. The teacher also  taught 
the students how to prononce the words. After that, the students discussed the words 
and practiced it in pairs. The teacher went around the class to check, ask their 
difficulties, and correct their pronunciation. After giving the students some times to 
practice the words, the teacher then divided them into some groups. A group 
consisted of 5-6 students and the teacher told that they were going to play pelmanism 
game. The students were enthusiast to play. 
 In pelmanism game, the teacher first arrange the cards on the two tables. 
There were two round in pelmanism game. On the first round, the students matched 
the name of the job and its picture that was on the card. Then, on the second round, 
they matched the name of the job with its workplace. The cards are placed upside 
down randomly. The teacher set the time limit for students in playing pelmanism that 
was 120 seconds. The first two team started the game. The member of the team took 
turn in choosing and matching the card. The student had to find an English name of 
the job and matching it with the picture. If the students cannot match the cards, the 
cards are turned over again. The other students try to do the same, trying to remember 
where the first student's cards were. When a pair is found, the students keep the card. 
Every card that has been opened must be pronounced by the students so that another 
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member can hear it. At the end of the game, every group showed all the matching 
cards and pronounced the words in front of their friends. If the matching cards are 
right, the team got the points and the teacher gave plus points if they could pronounce 
it correctly. After the two rounds of game had done, the teacher then calculated which 
team who had the highest score and given the reward for the winner. 
 The last activity was the test. The test would be used to record the students 
score in achieving vocabulary mastery. In the test, the students had to answered the 
matching task first then complete the dialogue on the second task and had to act it out 
in pairs. All students did the test smoothly. But, in this first meeting, when the bell 
rang, there were some students did not finish the pronunciation task yet so the teacher 
asked students to give her five minutes more to take all the score. In this meeting, 
because the time given was over so there was no time anymore to ask students’ 
difficulties during teaching and learning process and to conlude the materials. 
 Based on the result of field notes, it can be seen that the students listened 
carefully when the teacher explained them the material. They were excited to play 
pelmanism game. The problems happened in this first cycle were the students’ noise. 
Actully, their noisy because of their excitement in playing the game. Thus, it’s a little 
bit difficult for the teacher to handle them. But then the teacher tried to ask them not 
be so noisy because it would disturb their friends in other class. Then, obediently they 
did it. But, the next couples of minutes they made some noises again although it was 
not noisier than the previous one. Beside, managing the time also become a problem 
in the first cycle. The two rounds to play pelmanism game seemed spend most of the 
time here, the teacher had to change the way in playing pelmanism game in the next 
meeting. In addition, there were also some groups being dishonest when paying the 
game. There were some students who had a look on the card more than one. It made 
their group get the more matches than another group. Therefore, the teacher gave 
them some advice and told them not to do so.  
 In conclusion, there were some problems occured in the first cycle. However, 
the students’ achievement of the test was good. It can be seen from the result of the 
first cycle (appendix V). The mean score of the students’ test was 78.7 and total of 
students who had passed the criteria of SKM (Standar Ketuntatasan Minimum) were 
31 students. Unfortunately, in this part, many students did not pass the pronunciation 
test. It can be seen from their mean score on vocabulary aspects that was 71.1. 
 Based on the discussion between the writer and the collaborator, the first cycle 
was not satisfying enough although the result of the students’ test was good. There 
were some weaknesses in the first cycle, the researcher decided to go to the next 
cycle. The following were the reflection for the second cycle: 
1) The teacher monitored and motivated all the students before giving the material 
to ensure them to keep focus and encourage them to pay attention to the 
following activity during the teaching and learning process. 
2) The teacher used the technique efficiently especially in managing the time. 
3) The teacher changed the rule to play pelmanism game in one round only to keep 
the time enough to do all the activities. 
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4) The teacher had to pay more attention to action-stage especially in the post 
activity that was not done because the time given was not enough to finish it. 
 
Second Cycle 
 The second cycle was conducted on May, 12th 2015. The teacher came to the 
classroom, greeted the students and checked their presence. There was one student 
absent in this meeting. After checking the students’ attendance, the teacher reviewed 
the material by asking the questions about the previous material whether they still 
remembered it or not.  After that the teacher continued the material for today’s 
learning. The teacher showed them some new vocabularies through power point 
presentation. The students learned the new vocabularies about job and its workplace 
and tried to remember them all. The teacher then taught them how to pronounce the 
words and giving them oral questions by showing the picture and they have to answer 
the name of the job and its workplace orally. All students were relax and more active 
during the activities. They were enthusiast to answer the teacher’s oral question. After 
that, the students discussed more the words and practiced it in pairs. The teacher went 
around the class to check, ask their difficulties, and correct their pronunciation. After 
giving the students some times to practice the words, the teacher then divided them 
into some groups. A group consisted of 5-6 students and the teacher told that they 
were going to play pelmanism game like before. The students were very happy.  
 Before explaining the rules to play pelmanism game, the teacher first arranged 
the cards on the two tables. There was one round only in playing pelmanism game in 
this second cycle. The teacher had mixed the cards. One pack card of job’s picture 
faced up and one pack card of the name of the job and its workplace were placed 
upside down randomly in an even number of rows. The teacher then told them the 
rules that they had to match the name of the job and its workplace first and after that 
match it with the picture that already had faced up. The teacher set the time limit for 
students to play pelmanism that was 150 seconds.  
 The game was started. The member of the team took turn in choosing and 
matching the card. The first member of each team began the game; he turned over the 
card and say what they see on the card so that another member can hear it. The 
student had to find the name of job with its workplaceand pronounce the word on the 
card. If the cards was not match, they had to turned the cards back over and the next 
member took his turn. But, when the card was match, he/she had to match it with 
picture that had faced up. After the time was up, each team had to show the cards they 
had collected, read and pronounce it in front of the other students for example; “This 
is a doctor. He works in a hospital”. If they could pronounce it complete and 
correctly, they got more points. The teacher then explained the result of student work 
was correct or not and calculated the score. 
 The last activity was the test. The test would be used to record the students 
score in achieving the vocabulary mastery. In the test, the students had to answer the 
matching task first then complete the dialogue on the second task and had to act it out 
in pairs. All students did the test smoothly.  
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The teacher then told them that they had showed an improvement in learning 
English vocabulary. Both the teacher and students concluded the material today and 
the students shared their difficulties. No one had the difficulties to play pelmanism 
game in this stage. All of them felt confident and enjoyable during the game. They 
well behave and be sportive in playing the game. The teacher then said thanks for the 
students’ participation in the activities before she closed the meeting.  
In this cycle, the students were more enthusiastic during the teaching and 
learning process. The activities ran better than the first cycle. The students enjoyed 
the learning process. In this meeting, most of the students paid attention and followed 
the class activities seriously so that they answered easily when the teacher asked 
questions related to the learning material. Even there were some unfamiliar 
vocabularies given by the teacher in this cycle, but the students had done the best and 
could memorized the vocabularies well. There were still students who made a noise 
in this cycle. But, overall, the teacher could handle it by approaching them and asked 
them not to do so. The time management and class management were good. 
From the result of the students’ test, the second cycle was categorized into 
excellent which the score was higher than the first cycle. It means that the students 
have increased their vocabulary store, they can understand the meaning of the words 
and pronounce the words well. The mean score of students’ test was 90.1 and all 
students had passed the criteria of SKM.  
The students’ mean score was improved and the improvement in both 
understanding the meaning of the words and in pronouncing the words was much 
better than the first cycle. More importantly, the problems happened in the first cycle 
had been able to be minimized in the second cycle. The students also had done their 
best during the learning process. the successfulness in both of the learning vocabulary 
process and the result of the students’ test made the teacher sure that the cycle could 
be stopped.   
 
Discussion 
 This classroom action research was conducted in two cycles. Each cycle 
consisted of planning stage, acting stage, observing stage, and reflecting stage. The 
acting stage was conducted in one meeting (2x40minutes) that was performed during 
the teaching and learning process. In teaching and learning process, the researcher 
rolled as the teacher. The researcher had conducted a research through pelmanism 
game in order to improve students’ vocabulary especially in pronouncing the words 
and understanding the meaning of the words. In the first cycle, the students’ mean 
score was 78.7 and 90.1 for the second cycle. It can be concluded that the students 
showed an improvement n every cycle. 
 During the game, the students looked very enthusiastic in playing pelmanism 
game in every cycle. Every member was impatient to take his or her turn to match the 
cards and find the correct one. Every member also did a good joob as a teammate. 
They also excited to pronounce the words. Thus, the game allows them to improve 
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their pronunciation due to the repetition process and also improve their memory 
capacity.  
 In the first cycle, the most prominent problems that happened were the time 
management and class management. The students spent most of the time to play the 
game in two rounds so the time to do the test was not enough. Beside, the teacher also 
had the difficulties to handle the students that made a noise. The problem of class 
management made the teaching learning process ran less optimally. Although had 
some problems, the students showing their excitement when they were doing the 
pelmanism game and the students got  good scores in this cycle.  
 In conducting the second cycle, the resercher applied some strategies to 
overcome the problems. The researcher changed the way to play the game in one 
round only to keep the time enough to do all the acivities. Beside, the researcher also 
managing the class well so that all students could learn seriously and enjoyable. 
During the learning process in the second cycle, the students showed their fully 
attention, enjoyed the learning, and had done the best in the test. All students could 
finish the task and perform the dialogue well and also share their excitement and 
difficulties during the game. Most of the students got involved and participated 
actively in the learning activities and they well behave and being sportive in playing 
the game.  
 In conclusion, the research finding of the classroom action research were 
satisfying. The students’ ability in pronouncing the words and understanding the 
meaning of the words had improved through pelmanism game. This pelmanism game 
helped students to learn and experienced the enjoyable process of learning 
vocabulary. Thus, this action hypothesis that has been predicted is proven.  
 
 
CONCLUSION AND SUGGESTION 
Conclusion 
Based on the result of the research that was conducted to the seventh grade 
students of SMP LKIA Pontianak, it can be concluded that pelmanism game could 
improve students’ vocabulary especially in pronouncing the words and understanding 
the meaning of the words. It is showed by the result of the students’ test, observation 
sheets, and field notes in each cycle. Related to the result, there was an improvement 
of students’ mean score from the first cycle to the second cycle. In the first cycle, the 
mean score of students’ test is 78.7. There were seven students who did not pass the 
test or 32=82% passed the KKM. In the second cycle, all students passed the KKM 
with the mean score of the test gained 90.1 which categorized into excellent. Besides, 
the observation sheet and field note showed that the students were more active and 
interest to learn vocabulary through pelmanism game. Pelmanism game could make 
the learning more fun and also help them in memorizing, pronouncing, and 






 After concluding the result of this research, it can be taken some suggestions. 
First, since using pelmanism game was successful to implement in SMP LKIA 
Pontianak, the researcher suggests teachers as well as readers to use pelmanism game 
for enriching students’ vocabulary; it is simple, easy to do, enjoyable, and helpful. 
Second, during pelmanism game, the teacher should be ready with any situation that 
may be occurred especially student’s noisy in the classroom. Thus, the teacher has to 
handle them well. Third, the teacher can use pelmanism game to teach any topic. 
Fourth, the teacher can design the cards to play pelmanism game to make it more 
colorful and interesting for students. In addition, the teacher should be creative in 
providing the category of words in order to make the activities become more 
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